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FUNCTIONS 




MM 


Note: 

You can choose 
from 3 different 
preset button 
configurations. This 
chart corresponds 
to the default 
settings. See the 
in-game options for 
more information. 


Set up your PlayStation® game console Y Top View ^ , 

according to the instructions in its " 

Instruction Manual. Make sure the 

power is off before inserting or A 

removing a compact disc. Insert the 

Army Men: World War™- Land, Sea, Air | POWER BUTTON-—t j 

disc and close the Disc Cover. Insert power indicator Y&ii. 

game controllers and turn on the m controller port 

PlayStation game console. Follow on- 
_ screen instructions to start a game 


OMMAND 


Cycles inventory backward 


® button 


weapons 


utton + directiona 


orms a fast turn 


button 4 or 4 


iPEN BUTTON 


button 


Cycles inventory forward 


ISC COVER 


Run forwari 


Directiona] button 


Directiona] button 


Walk backwari 


MEMORY CARD 
SLOT 1 


Directional button 


Front View 


Directional button 


• W2?f 


MEMORY CARD 
SLOT 2 


button 


CONTROLLER 
PORT 1 


CONTROLLER 
PORT 2 


in duckinq position 


BUTTON 

BUTTON 


button 


Dive forward/kneel 


■39 + directional 
button 4 or 4 


then go prone 


WHEN KNEELING: 

E 9 (hold) + directional 
button 4 or 4 


START 

BUTTOI 


Goes prone 


WHEN PRONE: 

E 3 (hold) + any 
directional button 4 or 4 
MWM 4 . any directional button 
SELECT button 


Crawl in prone position. 

Roll in the direction pressed. 
Brings up Map screen. 

_ Hold to keep on screen. 

Pauses and un-pauses game as 
well as brings up your options. 


Analog'- 


SELECT START 
BUTTON BUTTON 

©BUTTON- 

©BUTTON^ 

©BUTTON- 

©BUTTON- 


DIRECTIONAL 

BUTTONS 


OIRECTIONAL 

BUTTONS 


START button 
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‘WO PLAYERS 
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PLAY MODES 
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\CGMBAT-CAM 




CONTROLLER l 


CONFIGURATION 

iiiiamioiMi 






You are a Green soldier fighting against 
the tan menace. You start each mission 
with only a Rifle, Bayonet and Binoculars 
All other resources must be found or 
fought for. 


Here you load a previously saved game 
from the memory card. 


5 In either one player or two player 
5 games, enter combat cam for precision 
jy firing. The closer perspective should 
help with guiding fire to an intended 
g target. Press and hold the Ell button 
0 during game play to change the viewing 
^ perspective to combat cam. 


In Options, change the default settings 
for the game and view the credits. 
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This icon represents the weapon currently active. Scroll through the Weapon 
Slot by pressing the® or ® button. Fire the weapon by pressing the © button 


The Health Meter is represented as a 
plastic soldier in a classic pose. As you get 
hit and take damage, the Health Meter 


directions in the game. It always 

displays north as a helpful point of p 

reference. Green and Tan markers show J 

the location of friendly and enemy soldiers. If you move so that a soldier is 
no longer in your sight, these markers disappear. Enemies spotted in your 
binoculars will appear on your radar. The waypoint objectives appear as 
bright red blips on the radar, as well as an arrow in the upper left hand 
corner of the screen. Should the current objective be beyond the radar 
range, it appearSon the edge of the radan 





PAUSE SCREEN 
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WIBRATION 


The Pause Screen comes up when the START button is pressed during game 
play. The game pauses when this screen is displayed. The following options 
are available: 


This brings you back to the game 


This lets you view the current 
mission briefing. 


This brings up the audio options 


Select to turn the controller vibration feature on or off. This option is only 
available with the DUALSHOCK™ analog controller. 


This will restart the current mission 


This quits the current mission and brings you back to the Main Menu screen 
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USING WEAPONRY 
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BAZOOKA 
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With the Mortar selected, hold 
down the © button to bring up the 


Aim arid Fire 


back and forth from your position 
to the firing range limit. Press the 
directional button * and * to 
adjust the firing direction. Release 
the © button to stop the cursor 


With the Rifle selected, press 
the © button to fire. 

When you are moving, rounds 
travel straight ahead. 
Unlimited ammo. 

Slight damage. 


Aim and Fire 


Move and Fire 


Ammo: 

Damage at Impact 


Move and Fire: 
Ammo: 

Damage at Impact 


Carrying capacity is 10 shells 
Severe damage. 


With the Grenade selected, hold down the 

© button to bring up the Grenade cursor. HHSlj&k 

The cursor travels back and forth from 

your position to the throw range limit. M ^fl j p r 

Press the directional button 4 and + to 

adjust the throw direction. Release the © button to stop 


iAhh and Firie 


With the Bazooka selected, 
press the © button to fire. 
Note that you can fire this 
while kneeling or standing . 
When you are moving, shells 
travel straight ahead. 
Carrying capacity is 10 shells 
Heavy damage. 


Aim and Fire 


Move and Fire 


Move and Fire: You cannot throw a Grenade while moving 

Ammo: Carrying capacity is 10 Grenades. 

Damage at Impact: Moderate damage. 


Ammo: 

Damage at Impact 
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TWIN .50 CAL 
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n/a. 

With the Explosive selected, press the 
© button to set the Explosive at your 
current location. There is an 11- 
second timer for this weapon. 
Carrying capacity is 5 Explosives. 
Severe damage. 


With the Flamethrower selected, 

press the © button to dispense a IjjlSBl- 

burst of flame, hold to continue firing ftk 

the stream. Rotate while firing by pressing 

the directional button * and *. Note that \ 

you can drily fire this from the standing or 

kneeling position. 

When you are moving, flame travels straight ahead 
Carrying capacity is 100 units of fuel. 

Slight damage per second of contact!; 


and Fire: 
Move and Fire 


Ammo: 

Damage at Impact 


Move and Fire: 
Ammo: 

Damage at Impact 


Press the © button when 
next to the Twin .50 Cal. 
to activate it. While 
using, the view 

automatically shifts to first person. Holding down 
the © button fires the guns. Pressing the 
directional button 4 or rotates the guns in those 
directions. Pressing the directional button ♦ and 4 
raises and lowers the guns. 

You cannot carry the Twin .50 Cal. 

Unlimited. 

Slight damage per round. 


Aim and Fire: With the Auto Rifle selected, 

hold down the © button to fire a 
continuous stream of bullets. ( 

Rotate while firing by pressing 
the directional button 4 and 

Move and Fire: When you are moving, shells travel straight ahead 

Ammo: Carrying capacity is 250 rounds. 

Damage at Impact: Slight damage per round. 


Move and Fire: 
Ammo: 

Damage at Impact 
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MEDPACK 


^HOWITZER 


BINOCULARS 




You are always carrying your 
Bayonet. With the weapon selected, 
press the © button to raise the 
rifle and stab. You stab in the 
direction you are facing. 


Aim and Strike 


You can store a 


Move and Strike: You cannot 

Ammo: N/A. 

Damage at Impact: Instant kill 


damage you have taken. After acquiring a Medpack, select the 
Medpack and press the © button to use it. 


Walk up to a Howitzer. Press the © 
button when next to the Howitzer to 




automatically when acquired 


You can use the Binoculars from any stance. With the 
Binoculars selected, press the © button. Your view shifts to 
a traditional two-window Binocular view. Press the 
directional button 4 and 4 - to scan the horizon, or ♦ and + 
to move the binoculars up and down, respectively. To zoom 
in, press the Ol button. To zoom out, press the EQ button 
Press the © button again to exit Binocular view. 


fire the Howitzer, press the © button 
Move and Fire: You cannot move the Howitzer. 

Ammo: Unlimited. 

Damage at Impact: Severe damage. 
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ASSAULT RAFT 


BATTLESHIP 




Large Cannon and Small- ^ ^ 

Heavy (Large Cannon), 

Slight (Small Machine Gun). 

To toggle control of the Large Cannon and Small Machine 
Gun, press the © or ® button. You can rotate either gun 
4 and 4 by pressing the directional button 4 and 4 . You 
can also raise and lower either gun by pressing the 
directional button 4 and 4 , respectively. Press the© 
button to fire. 

Heavy armor. 


Weapon 


Damage 


You control the firing for any of the vehicles you come across. Once you enter the 
vehicle, the view switches to first person behind the weapon of that vehicle. At 
times, you need to wait for the driver to appear before the vehicle starts moving 


Aim and Fire 


Front .50 Cal. 

Slight damage per round. 

You can rotate the gun 4 and 4 by ^Ijp 0 ^ 
pressing the directional button 4 
and 4 . You can also raise and lower the gun by pressing 
the directional button 4 and 4 , respectively. Press the 
© button to fire. 

No armor. 


Weapon: 

Aim and Fire 


Defense 


18-inch Cannon and JrW 

Anti-aircraft Gun. - 

Heavy (18-inch Cannon), 

Moderate (Anti-aircraft Gun). 

Various gun locations are on the battleship. Press the 
® button when next to one to access it. You can 
rotate any of the gun types by pressing the directional 
button 4 and 4 . You can also raise and lower any of 
the weapons by pressing the directional button 4 and 
4 , respectively. Press the © button to fire. 

Heavy armor. 


Weapon 


Defense 


Damage 


Small Machine Gun 


Weapon: 

Damage: 

Aim and Fire 


Press the directional button 4 ffiwi?- 

and 4 to move the gun in those ^ 

directions. You can also raise and lower the gun by 
pressing the directional button 4 and 4 , respectively. 
You are able to fire at both ground and air targets. Press 
the © button to fire. 

Light armor. 


Defense 


Defense 
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FLAMETHROWER MAN 


jGPERATION:SIIEL TIGEE 




BAZOOKA MAM: 


tAT?’LS:i :*; 
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vehicles: 




Another type of soldier who is great at taking out fortified enemy 
locations is the Flamethrower Man, The strength of this soldier is 
the amount of damage a continuous stream of flame can do. Their 
limitations are that they only fire straight ahead when running and 
have a relatively small supply of fuel. Remember these weaknesses, 
and use them to your advantage. 


You begin the war with the mission of 
taking out a train with supplies 
desperately needed by the Tan in this 
theater of combat, the supplies are the 
lifeline for the Tan, and should you 
intercept the train the Tan will no 
longer be able to wage war against the 
Green in the mountains. As the tracks 
are some distance from your starting 
point, you must pry a vehicle away from 
the enemy and head for the rail with 
great speed. 


The Bazooka Man inflicts a lot of damage, taking out light 
armor and inflicting enough damage to threaten heavy armor. 
Keep in mind the slower reload time. 


Not even a tank can last very long from the shells of a Mortar 
Man. While the Mortar Man packs a great punch, the reload 
time is slowffiB 


The enemy is using armor and air power with great success 
It’s up to you to discover how to beat the Tan machinery. 
















Angered by your earlier advance in the 

mountains, the Tan are back on the ■ I , 

offensive, and you must save the airport jr > ■- 

from attack. Lose this critical location and $ 

the Green will lose the war. Thwart the 8 Jj 

enemy here and the Green will regain the | T -^— ^ 

initiative. You get to take part in a bombing a ^ 

H mission, moving between gun locations %0 

I on the aircraft to defend against Tan §pS 3 BE iS 

I pilots intent on downing your bomber. 

1 Take out the primary target and the 

I mission is a success. But the Tan are in an awful mood, and once your pla 
If shot down you'll need to make your way back to friendly territory from 
m behind enemy lines. 





sis i 


mmm®. 












It's time to move against a Tan border 
city, a vital objective en route to the 
Tan interior. A vast trench network 
protects the city, and Tan await any 
assailant who dares to enter the 
labyrinth. If you are lucky enough to 
survive the maze, you are directed to 
move throughout the city, eliminating 
any opposition you encounter. This 
includes Tan Armor strategically 
placed in the city to provide great 
resistance to any attacker. The city 
needs to be free of all Tan if the Green 
army is to launch an attack deep into 
Tan territory. 
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